VIGOROUS COMBAT 


ave you ever thought it strange that 
1 | Characters just casually stroll around during 
combat, waiting for someone else to attack 
before they do? Well, Vigorous Combat 
remedies that. It is a system of homebrew 
rules that spices up combat, giving it a little 
more realism. I hope you enjoy it! 


DOUBLE INITIATIVE 


Double initiative makes combat a little more fast-paced. 
Before the players roll initiative, split them up into two 
groups. Then they can roll, and each group uses those to 
determine the order. However, the first creatures of each 
group go at the same time, and then second, and so on. This 
makes it so that two players can launch an attack against an 
enemy at once. 


ADRENALINE 


Adrenaline is an optional rule for DMs wishing to make 
combat more action-packed. It applies for all classes. Each 
player has an amount of adrenaline points equal to their 
proficiency bonus times two. They can only expend these 
after they take damage, as a reaction, and they can choose to 
use one of these (within the prerequisites). These are usable 
only once per short rest. 


1: INSTINCTUAL LASH 

Expend 4 Adrenaline Points to lash out at your attacker. You 
can take an attack with disadvantage, and if it deals damage, 
it deals an amount of damage equal to the damage the 
previous attack dealt to you divided by 5. 


2: MARTYR'S LEAP 

Expend 4 Adrenaline Points to jump into the way of your 
enemy's next attack. Your Dexterity modifier is added to the 
enemy's target's Armor Class (Minimum 2), but you take half 
the damage of the enemy's attack. 


3: ACROBAT'S FALL 


Expend 6 Adrenaline Points to fall prone, reducing the 
attack's damage to 1/4. (Prerequisites: Dexterity Score of 12) 


4: DISTRACTING REACTION 
Expend 8 Adrenaline Points to distract your attacker. The 
next creature to attack your target gains advantage on their 


attack roll, but you lose your next turn. (Prerequisites: 
Charisma Score of 13) 


5: FEAR'S Fist 

Expend 8 Adrenaline Points to make an unarmed strike with 
your free hand. This attack automatically hits, and deals 
bludgeoning damage equal to your 10 + Your Strength 
Modifier. (Prerequisites: Dexterity Score of 13) 


6: ACROBAT MASTER'S FALL 


Expend 8 Adrenaline Points to fall prone, reducing the 
attack's damage to 1/5. In addition, the attacker must make a 
Dexterity Saving throw (Save DC 14). On a success, they are 
not affected, but on a failure, they fall prone with you. 
(Prerequisites: Dexterity Score of 16) 


7: WRESTLER'S THROW 

Expend 10 Adrenaline Points to slam your enemy to the 
ground. You take full damage from the enemy's attack, but 
you and the enemy must make contesting Athletics checks. If 
you lose, the enemy takes no damage but falls prone. If you 
win, the enemy takes bludgeoning damage equal to the 
difference between your contesting rolls times 5 and falls 
prone. (Prerequisites: Strength Score of 16) 


8: TRICKSTER'S VANISHING 

Expend 10 Adrenaline Points to vanish right out from under 
the enemy's nose. You take full damage from the enemy's 
attack, but you and the enemy must make contesting 
Acrobatics Checks. If you lose, the enemy can make an 
opportunity attack, but If you win, you are behind the enemy 
and can make a critical attack. (Prerequisites: Dexterity 
Score of 17) 


Fast MOVEMENT 


Characters are always moving at their speed times two, and 
gain one level of exhaustion after combat. Players can also 
gain an extra level of exhaustion if the combat stretches for 
over 5 rounds of initiative. 


WOUND EFFECTS 


If an attack roll exceeds the victim's Armor Class my 5 or 
more, the victim suffers momentary Wound Effects. 


EFFECTS 
Damage Type Effect 
The victim suffers 


disadvantage on 
Perception Checks 


Bludgeoning 


The victim suffers 
bleeding. They take 
1d4 Necrotic 
Damage when they 
take the attack action 


Piercing, Slashing 


The victim suffers 
severe burns. They take 
1d4 Bludgeoning 
Damage when they 
take the attack action 


Fire, Acid 


The victim suffers 
shock. They have 
disadvantage on 
Constitution Saving 
throws 


Cold, Thunder, 
Lightning, Psychic 


